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Abstract 
       The purposes of this research were to 1) study notions of teaching and learning by utilizing the Edutainment format 
in both local and foreign countries, 2) develop the Edutainment format to enhance learning of bachelor’s degree 
students, and 3) study the effect of Edutainment format on learning by bachelor’s degree students. The samples of this 
study consisted of printed documents, textbooks, academic journals, and electronic documents, of which 22 formats 
were selected from foreign countries and other 20 formats locally. Fifteen specialists were selected to evaluate and 
approve the formats. The 80 undergraduate student participants were selected by simple random sampling method from 
the Department of educational technology and communications. Purposive sampling was also applied to select 20 
teachers from the Faculty of Technical Education, Rajamangala University of Technology Thanyaburi. The instruments 
adopted for this research were comprised of analyses derived form of Edutainment format; the approval form for 
specialists to approve said formats; questionnaires regarding students and teachers’ needs to be used with the 
Edutainment format; opinion assessment forms for students and teachers to complete after using the Edutainment 
format; and an achievement test. The data were analysed by content analysis and descriptive statistics. The major 
findings were as follows: 
1) The ideas of the Edutainment format from educators in both local and foreign countries indicated 
that technology and innovation used to enhance the Edutainment format included robotics, internet, games, movies, 
music, and television programs. The environmental factors included play activity, classroom designing, and campus 
facilities,   
2) The Edutainment format to enhance undergraduate learning consisted of technology components 
including learning through Ubiquitous high-speed internet access, studio usage, light and sound, robotics, internet, 
games, movies, music and television programs. The environmental management, included performance stage, movie 
theatres, game rooms, wireless high-speed internet rooms, and activities to enhance creative thinking. The management 
of teaching and learning comprised activity based curriculum development, supporting learning emphasizing “Learning 
by Doing” approach, and tourism for entertainment. 
3) After implementing the Edutainment format, the results revealed that all issues were rated at high 
levels. Concerning the opinions toward the Edutainment format implementation, the results in each area and at all items 
were rated at very appropriate level as well as most-appropriate level. 
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1. Introduction 
 
     Learning in Edutainment is taught to blend many things together are Media, the classroom environment 
and a variety of activities were the aim to make happiness in play & learn. Change the classroom 
atmosphere follows the idea that Entertainment can create interest over the normal class. Have the advance 
planning of activity for learners do, and then they are fun, so they want to do it again, this is the heart of 
Edutainment.  The taught previously, teachers attempt to help the learners remember in various ways such 
as recitation, doing exercises, etc. But now that thinking is not enough to manage efficiency learning. 
Because appearing the empirical data does not help the learners to learn by requirement. And the academic 
progress discovers the new innovative can help learning better. Emotion has a direct influence on 
remembering. Moreover emotional pleasure is part of a learning to build an environment where learners 
want to know, to see, to play and to sample. Teacher need to teach in the same learning styles of learners to 
avoid boredom, angry or fear, but try to create a happy class. Therefore the power of life that everybody 
should have understood in the emotional process to achieve the learning efficiency. Making a good 
environment, instruct, and good support can change thinking are affected to IQ (40 – 70%) and heredity 
effect on IQ (30 – 60%). So the environment in learning should be happy, funny and also get the new 
things. (Oshima et al., 2004) So teachers will build the knowledge, not only the act of passing on 
knowledge, urge and encourage learners to learn by themselves, including to finding the experience of 
learning in both informal and formal (Education Act of section 24 (5)) Learners learn under the atmosphere 
of Education and Entertainment = Edutainment, They can reach knowledge and clearly understand to can 
solve their problems and the public responded the Thailand Government Policy which requires learners to 
learn well and happy. A fun game and acquiring knowledge at the same time was integrated between the 
educational theories psychology and computer science in the research found that playing this game with 
collaborative can improve efficiently learning and is free to choose according to their interests. (Michelle, 
2004: 2) From the foregoing should that Instructional media and technology have important roles in 
supporting learning. Especially when bring the entertainment media enhanced in the class. Thus, this is a 
good idea to manage Edutainment in Rajamangala University of Technology Thanyaburi where focus on 
teaching learners to be specialists in using of specialized tools, had the ability in communication that match 
with the target group and objectives, support intellect or genius learners (IQ) to show their capabilities. In 
addition support in EQ, can systematically think, analyze and resolve appropriately problems with a 
modern technology. From the importance and the source of such problems, researcher found that 
Edutainment can be applied to use in order to completely contribute vocational graduates both IQ and EQ. 
The results from this research will be for intervening in new techniques for learning in the future. 
 
2. Purpose of the study 
    The purposes of this study were:  
2.1 To study notions of teaching and learning by utilizing the Edutainment format in both local and foreign 
countries.  
2.2 To develop the Edutainment format to enhance learning of bachelor’s degree students.  
2.3 To study the effect of Edutainment format for learning by bachelor’s degree students 
 
3. Scope of the study 
 
3.1 Edutainment is a method of learning that focuses on funny in the lessons by interpolation techniques of 
teaching, multimedia and Play and Learn activities.  
3.2 The enhanced learning is bringing out Play and Learn to apply in the classroom to get both academic 
learning and entertainment.  
3.3 The Development of Edutainment will study from both printed document and electronic document to 
analyze the principles relate to education form, which provide the knowledge with entertainment. The 
boundaries were:  
3.3.1 Study idea of Edutainment both local and foreign countries.  
3.3.2 Analysis and synthesis the Edutainment Concepts and inquire opinions from specialists of 
entertainment. It will be a frame to specify the scope, direction and guidance to conform the development 
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and the implementation are integrated with philosophy, principles, missions, policies, goals and objectives 
of Rajamangala University of Technology Thanyaburi. 
 
4. Conceptual framework  
 
     This research used the principles and the concepts of TREND to apply; TREND is the new word from 
combining 4 characters: Technology (T), Relax (R), Enjoy (E), Need (N) and Design (D) those origins and 
meaning are:  
     4.1 Technology (T) apply various technologies (variety) used to enhance learning, such as computer 
hardware, software, network, internet, intranet, LAN, multimedia, forums, etc.  
    4.2 Relax (R) refer to the relaxation increased meditation and wisdom to help study happily.  
4.3 Enjoy (E) is to provide (learn + do + pleasure) under free learning by incorporating the information and the 
knowledge in various with Entertainment. The purpose is for learners to gain the knowledge. 
4.4 Need (N) is teaching management by focusing on the needs of the learners. By catering in variety following:  
4.4.1 Visual learning which include using visual to reading and studying diagrams, charts, and other media. 
4.4.2 Auditory learning (learning by listening) refers to tasks that involve listening.  
4.4.3 Kinesthetic learning (learning by behaving in different situations) refers to learning from behaving in 
the Simulation such as role-play and also the experiential learning and total physical involvement in the 
learning as well.  
4.4.4 Tactile learning (learning by doing) are learning by doing in various actions (hands-on) such as building 
a model, the experiments in the laboratory and studying of tangible objects.  
4.4.5 Individual learning (self-learning) means learners learn by themselves both in the classroom and 
outside.  
4.4.6 Group learning (learning by working together as a group) refers to situations which learners work with 
friends.  
5. Design (D) is a variety of environments designed, not boredom, such as the placement of tables and chairs, the 
positioning of the light. (Phanchalee Wassanasomsit, 1999)  
 
5. Methodology 
 
5.1 The first phase 
 
5.1.1 To study concepts of Edutainment both local and foreign countries. Selected data that was printed 
document by analyzing of a database and searching from learning resources and a library of departments 
and universities, both public and private. The document electronic, the researchers search keyword on the 
program (Search Engine) via the internet. When it is collected and then recorded all in the analysis form of 
the Edutainment documentary that researcher developed.  
1. Questioning notions of Edutainment format from specialists, professors and learners by the 
analyze form of Edutainment documentary both local and foreign countries, and then sends queries to 
analyze the data.  
2. Making the learning achievement test that covered course description of the television 
production subject. Study of chapter 2-4 consisted of shot size, camera angle shot and camera movement to 
use as a pre-test and post-test.  
 
5.1.2 To develop edutainment format.  
1. Creating Edutainment format by data collection of the content analysis from printed document 
and Electronic document and inquiries from specialists by using the principle of TREND Edutainment.  
2. The Edutainment assessment, collected data from the evaluation of Edutainment from the 
principle of TREND Edutainment with the evaluation of rating scale 5 levels by estimating of specialists of 
Edutainment form 5 persons and evaluated in this assessment. After that, analyze the results, and update 
Edutainment under the guidance of specialists.  
3. The Opinions assessment of teachers and learners about problems and needs of using 
Edutainment format with the evaluation of rating scale 5 levels to analyze the results to develop perfectly 
Edutainment.  
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5.2 The second phase  
 
      The study of using Edutainment Form to support undergraduate learning. The researcher collected data 
following:  
      5.2.1 The Experimental use of TREND Edutainment to test on 80 undergraduate learners, year 3 who 
enrolled in The Educational Television Production subject. The researcher was a teacher who compiled data 
on the classroom environment. Created a learning situation in Edutainment was developed. After that, 
learners do the learning achievement test and evaluation forms of Edutainment by using the evaluation of 
rating scale 5 levels to analyze the data.  
       5.2.2 The evaluation of Edutainment (TREND Edutainment), the management of learning environment 
in 3.1 compiled the data from specialists joined to observe in the class. Consider conclusive TREND 
Edutainment and estimated opinion from the evaluation forms to analyze the data.  
       5.2.3 The certification of Edutainment to promote the undergraduate learning. Conducted the data by 
15 specialists to consider the suitability of TREND Edutainment and collected information from the 
evaluation to certify to analyze the data.  
 
 
 
 
6. Result 
 
     The results were by the synthesis, the idea and the principle. The specialists gave opinions and 
suggestion were to  
6.1 The physical characteristics of the classroom for example colors of desks, chairs, lighting, air-
conditioning and creating various recreation zones. The specialists suggested to ask for budget to improve 
formerly each part, then adjust to the needs of most learners. Might have to go a step of research when was 
on the point of full development to be a beautiful campus. Every building should have the recreation zones. 
And provide internet rooms for 24 hours, theatres, stage for various forms.  
6.2 The strategic adjustment in the course from teacher’s performance is in a bright character to adjusting 
the attitude of learners to be positive. Then teacher rewarded learners who had the best behaved. Trying to 
invite celebrity specialists to educate and share ideas. Build the classroom atmosphere likes a game show. 
Teachers would be the host who draws all eyes to catch them all the time.  
6.3 The Technologies of instructional media such as multimedia, 3D game, theater, high internet access 
computer, etc. There are suggestions that should provide enough free Wi-Fi refer to the speed of download 
and view information. And can be reached anywhere and anytime as well (especially on campus). The 
entertainment media should have to play the game both online and DVD with the touch screen to watch TV 
in live, real-time and rerun. Have a good audio and high quality microphone to use for recording the songs 
for the different occasions.  
6.4 On the question which course suit to bring for TREND Edutainment (both required subjects and 
elective subjects). The answers were the writing for radio and television education subject, the Production 
Sound subject, the Computer Multimedia subject, and the production of the television education program 
subject.  
6.5 The suitable application of the tourism, this learning outside the classroom was a great idea to build 
experience. It should be slow travel to absorb fully knowledge in the real atmosphere and should be 
provided every semester. 
 
    During the development of TREND Edutainment Format was to bring the concept to use by exploring 
ideas and needs, from giving information of learners and professors. The results of the data analysis showed 
in the table 1. 
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No. List of estimation X   (S.D.) level 
1.1 
1.2 
1.3 
1.4 
1.5 
1.6 
1.7 
2.1 
2.2 
2.3 
2.4 
2.5 
2.6 
2.7 
2.8 
2.9 
3.1 
3.2 
3.3 
3.4 
3.5 
4.1 
4.2 
4.3 
4.4 
Have movies from the Blue Ray Disc. 
Watch TV in real-time and rerun. 
Have the various types of music to listen Storage. 
Have  the amplifier, microphones, audio recording systems 
Have online games and play from disc. 
Have High speed internet Wi-Max, Wi-Fi, 3G, 4G 
Learn wirelessly anytime (Ubiquitous) 
Have theatres And mini cinemas 
Have stage performances such as bands, musicals. 
Have Wi-Fi rooms for 24. 
Have air Conditioners 
Decorate fully studios both light and sound. 
Place tables and chairs in the classroom by unique format. 
Add colors of the furniture in the classroom 
Have comfortable lounges, dining rooms and bathrooms 
Decorate mini gardens with variety trees 
Provide a stage for Creative expression 
Invite specialists to exchange lectures 
Contest projects and reward 
Create the learning environment like a game show  
Excursions outside the classroom at learning resources. 
Insert to play mixed in all subjects 
Emphasis on the practical rather than the theoretical 
Teachers have humor and Insert gags all the time  
Divide small groups and large groups for cooperative learning. 
3.41 
3.38 
3.50 
3.50 
3.63 
3.53 
3.59 
3.35 
3.33 
3.48 
3.47 
3.70 
3.43 
3.53 
3.35 
3.63 
3.65 
3.60 
3.80 
3.65 
3.75 
3.65 
3.60 
3.60 
3.50 
0.59 
0.62 
0.50 
0.55 
0.51 
0.51 
0.56 
0.46 
0.55 
0.59 
0.49 
0.45 
0.53 
0.5 
0.45 
0.59 
0.51 
0.45 
0.54 
0.50 
0.60 
0.51 
0.49 
0.49 
0.47 
high 
most 
high 
high 
high 
high 
most 
high 
high 
most 
high 
high 
high 
most 
high 
most 
most 
high 
most 
high 
most 
most 
high 
high 
high 
 
 
   Table 1 Results of a survey from learners who want to study in TREND Edutainment. 
 
 
7. Conclusion 
 
    The research was combined with the TREND Edutainment model covered various issues such as the 
personality of teacher, preparing the courses that could be inserted play and learn. The activities which help 
completely TREND Edutainment such as a perfect short film contest, simple video editing, shootings, etc. 
and mixed with slow travel to absorb fully knowledge. The TREND Edutainment, researcher have 
introduced the latest technology to manage the data files, such as large CPUs to store television shows, 
games and DVD movies that popular or latest movies to service via the internet access through a variety of 
communication. The prepared content was used to test the performance in the course. The Television 
Education Production chooses the specific chapters or relational units to role-play. The personality of the 
teacher was changed to follow the contents in the chapters to achieve a variety of teachings. If the narrative 
comes to various programs, so teachers choose related DVD to project. And also had been categorized by a 
group of academic vocabulary such as picture size (shot size) 7 formats, camera (camera angle shot) 4 
formats, camera movements (camera movement) 9 formats, and editing sequences Photo (editing) 11 
formats. And then, imported those items blend with the teaching method in comedy style, such as the 
teaching of sign language. Teachers would write lesson plans or teaching methods for example, smiles 
while gesturing, etc. so that the various dimensions of teaching, the bright teacher change the classroom 
atmosphere is friendly to everyone. The learners have the positive attitude, wanted to study. And finally, 
help to increase the learning achievement. 
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